United States Patent

US009479602B1

(12) (10) Patent No.: US 9,479,602 B1
Paradise et al. 45) Date of Patent: Oct. 25,2016
(54) EVENT PLATFORM FOR PEER-TO-PEER 8,715,077 B2 5/2014 Paradise et al.
DIGITAL GAMING COMPETITION 8,900,054 B2 ~ 12/2014 Patel
8,926,435 B2* 12015 Perry ..c.cccovvvvennn AG63F 13/12
. . 463/42
(71)  Applicant: Skillz, Inc., Boston, MA (US) 2002/0160824 Al 10/2002 Goto et al.
2005/0043089 Al 2/2005 Nguyen et al.
(72) Inventors: Andrew Paradise, Boston, MA (US); 2005/0090307 Al 4/2005 Walker et al.
Dennis Zografos, Somerville, MA (US) 2007/0004509 Al 1/2007 Banton
2007/0072676 Al 3/2007 Baluja
(73) Assignee: SKkillz Inc., Boston, MA (US) 2007/0136817 AL*  6/2007 Nguyen .......... G06F7§égg
2008/0161113 Al 7/2008 H t al.
(*) Notice:  Subject to any disclaimer, the term of this 300800207327 Al 82008 Van Luchene et al.
patent is extended or adjusted under 35 2008/0214301 Al 9/2008 Sandige et al.
U.S.C. 154(b) by 0 days. 2008/0234047 Al*  9/2008 Nguyen ... GO7F 17/32
463/42
. 2009/0099924 Al 4/2009 Lensch et al.
(21)  Appl. No.: 14/717,621 2009/0170608 Al 7/2009 Herrmann et al.
. 2009/0208181 Al 8/2009 Cottrell
(22) Filed: May 20, 2015 2009/0209350 Al 8/2009 Kelly et al.
(51) Int. ClL (Continued)
GOGF 17/00 (2006.01) Primary Examiner — Ronald Laneau
HO4L 29/08 (2006.01) (74) Attorney, Agent, or Firm — Mintz Levin Cohn Ferris
A63F 13/216 (2014.01) Glovsky and Popeo, P.C.
A63F 13/34 (2014.01)
A63F 13/792 (2014.01) (57) ABSTRACT
(52) US. CL . o .
CPC ... HO4L 67/18 (2013.01); A63F 13/216 Data is received identifying a peer-to-peer gaming event and
. . comprising a request to register for the peer-to-peer gamin
(2014.09); A63F 13/34 (2014.09); AG3F prising a request to register for the p peer gaming
13/792 (2014.09); HO4L 67/104 (2013.01) event, the request originating from peer-to-peer gaming
(58) Field of Classification Search platform software executing on a client. The client is rempte
USPC oottt 463/6-9, 16-25 from at least one data processor. The peer-to-peer event is a
See application file for complete search history. geographically restricted peer-to-peer gaming competition
having a plurality of participants each playing a skill-based
(56) References Cited digital game. The client is associated with the peer-to-peer

U.S. PATENT DOCUMENTS

5,411,258 A 5/1995 Wilson et al.
6,676,517 B2 1/2004 Beavers
6,699,127 Bl 3/2004 Lobb et al.
8,545,330 B2  10/2013 Wickett et al.
8,562,422 B2  10/2013 Lutnick
8,568,222 B2  10/2013 Gagner et al.
8,613,662 B2  12/2013 Morrow et al.
8,641,511 B2 2/2014 Ginsberg et al.
8,651,948 B2 2/2014 Asher et al.
8,683,272 B2 3/2014 Cadima et al.

200

gaming event. That the client satisfies a geographical loca-
tion requirement of the peer-to-peer gaming event is deter-
mined. The determining is based on the received data and a
geolocation of the client. Provision of the skill-based digital
game to the client during the peer-to-peer gaming event is
caused. The skill-based digital game exchanges game data
with a game server remote from the at least one data
processor and the client. Related apparatus, systems, tech-
niques and articles are also described.

24 Claims, 39 Drawing Sheets

\

220, Client,

210,
Playery

Game

230, 240, Peer-to-Pear
Instance, Garing P:atform, Port

Developer

265

220, Client,

210,
Player,

230, 240, Peer-to-Peer
Came Gaming P-atform, 270
250 Instance, 2

Video
Replay

™ 260

Game |4

Server .

Event Server

Event
Partal
275

220, Client,

20, 240, Pezr-to-P
Game Garming Platform,
L3 Instance; i il

Engine
280




US 9,479,602 B1

Page 2
(56) References Cited 2012/0281080 Al 112012 Wang
2013/0121614 Al 5/2013 Intwala
U.S. PATENT DOCUMENTS 2013/0172086 Al  7/2013 Tkenaga
2013/0226983 Al 82013 Beining et al.
2009/0215540 Al*  8/2009 Perlman ............ A63F 13/12 2013/0272987 Al 10/2013 Liu et al.
463/42 2013/0331177 Al 12/2013 Arnone et al.
2010/0022307 Al 1/2010 Steuer et al. 2013/0339473 Al 12/2013 McCaffrey et al.
2010/0144426 Al 6/2010 Winner et al. 2013/0344960 Al 12/2013 Perry et al.
2010/0241699 Al 9/2010 Muthukumarasamy et al. 2014/0024427 Al 1/2014 Cole et al.
2010/0304860 Al  12/2010 Gault et al. 2014/0024437 Al 1/2014 Vann et al.
2011/0010386 Al 1/2011 Zeinfeld 2014/0031132 Al 1/2014 Wickett et al.
2011/0072056 Al 3/2011 Bakalash et al. 2014/0045589 Al 2/2014 Paradise et al.
2012/0004039 Al*  1/2012 Perry ... A63F 13/12 2014/0094267 Al 4/2014 Davis et al.
463/42 2014/0100023 Al 4/2014 Arnone et al.
2012/0013622 Al 1/2012 Mahajan et al. 2014/0128147 Al 5/2014 Yu Cheng et al.
2012/0028718 Al 2/2012 Barclay et al. 2014/0194188 Al 7/2014 Kosta et al.
2012/0122553 Al 5/2012 Bunch et al. 2014/0200062 Al 7/2014 Paradise et al.
2012/0156668 Al 6/2012 Zelin
2012/0178514 Al 7/2012 Schulzke et al. * cited by examiner



US 9,479,602 B1

Sheet 1 of 39

Oct. 25, 2016

U.S. Patent

L "Old

IN3AT ONINYO H33d-01-433d IHL ONIENA N3O
JHL O1 FAVO TVLIDIA G3SVE-T1MS FHL 40 NOISIAOHd ONISAYD

A

IN3ITO FHL
40 NOILYO01039 ¥V ANV VLVA d3AI303Y 3HL NO d3Svd ONININSF LA
JHL INIAT ONINYO ¥33d-0L-433d IHL 40 INFNTFHINOIY
NOILYOOT WOIHdYHO03O V SAI4SILVS INTIMO FHL IvHL ONININY3L3d

A

LIN3AT ONINVO H334-0L-433d FHL HLIM IN3IMO IHL ONILYIOOSSY

| — 02l

A

JNVO TVLIDIG d3SVE-T1IMS
¥V ONIAV1d HOV3 SINVAIOILYEYd 4O ALITVENd V ONIAVH NOILIL3dNOD
ONINVO d33d-01-433d Q310M4.LSTH ATIVIIHdYHO0AD V
ONIZE INIAT HIF4-0L-433d FHL INIITO VNO ONILNOIXI IHUVYML0S
WHO4 LY 1d ONINYO H33d-01-433d WOHH ONILYNIOINO LS3N0FY FHL
1NIAT ¥33d-0L-¥33d FHL ¥O4 ¥3LSIDTY OL 1SINDIY V ONISIHdINOD
ANV LNIAT ONIWYD d33d-01-"33d ¥V ONIAZILNIAI VLV ONIAIFO3Y

1135

001



US 9,479,602 B1

Sheet 2 of 39

Oct. 25,2016

U.S. Patent

Janseg jusA3
09z

082
auibug
suofjoesuel}

GLe
euod
Wwang

4

¢ "Old

042
feydey

O8pIA

59¢
[epi0d
Jadoppaeq

-~ - —

! 'aoueisy)
| ‘wiopeld Buiweo e ’
Tl 1s8d-criead 'ovz Mommo «
ioheld
husi) 1022 o
L
]
L ]
4
| fuojeld Buwes mo%rmwc_ ]
1 189d-01198d ‘0T Nommo «
“1akeld
quayd “ozz ‘012
g *aouejsul
| hwiopeld Buiwen e |«
"} Jeed-orieed 0ye gz |
“iafeld
husld '0zz oLz

h 4

EINES
aweo
06

00¢



US 9,479,602 B1

Sheet 3 of 39

Oct. 25, 2016

U.S. Patent

£ O

INIAT ¥33d-01-433d IHL HO4 ¥31SI1934d Ol
1S3N0IY ‘WHOLLV1d ONINYD ¥33d-0L-H33d VONISN ‘0L LNVdIOILMvd
INIAT H334-01-433d TVILNILOd FHL ONILdINOH INFWISILHIAAY
(3L394VL IHL INIWISILYIAQY G313OHVL IHL IGNTONI
01 30VdS AV1dSIA INIFWISILEIAAY NV A3I41IGON 38 OL ONISNVO

A

SINVAIDILEVA INIAT Hd3d-01-d433d FHOW HO INO FHL HO4 SOIdLIN
ONINYO d3SVE-T1IMS TYOIHOLSIH FHL 40 NOLLVZIHILOVEVHO
Y ANV INVO VLISIA d3SVYE-TTIMS FHL ONIALIOES INFWFSILEIAAY
Q313OUVL FHL INVIDILYVd INIAT ¥3Td-0L-433d WVIINILOd
IHL OL INJS3dd OL INFJWISILHIAQY A31398VL V ONININGI1L3A

- — 0Z¢

A

AINVdIOILHYd INIAT H3d
-01-"d33d TVILNILOd V¥ 404 SOIdLIN ONINYO T3Sva-T1IMS TvIIHOLSIH
ANV SINVdIDILHYd INIAT d33d-0L-d33d FHON HO INO ¥O4 SOIHLIN
ONINYS G3SYE-TIMS TYOIHOLSIH ONIZIM3 LOVHVYHO Y1v(Q ONISS300V

—— 0l¢

00t



US 9,479,602 B1

Sheet 4 of 39

Oct. 25, 2016

U.S. Patent

‘ozz
us|D

AR
S
L EEEOY

v "Old

05y

0cy

LOREICHGERTy
AEBOTE

LORBICIOR LY

A 0zy

b it
POBLUIITGE,
R

0ivy

09¢
JONIBG JUBAT

G0
aseqele(
dnyoo1] esiensy
UOIB20|085)

0ov



US 9,479,602 B1

Sheet 5 of 39

Oct. 25, 2016

U.S. Patent

‘oz
1TETT)

G "OIld

PERERINGE
3961 B

=0 kit iiees g
WaELNIOP

BRI
ey siug

09¢
18AIBS JUBAT

ONE 1931

R DRORY
190 BRHATY

sugsasd g
LN ABEL

Gle
[elod JuaAg

005



US 9,479,602 B1

Sheet 6 of 39

Oct. 25, 2016

U.S. Patent

9 "Old

INVdIOILEYd INJAT NY HLIM d31VIO0SSY LINNOJJY
NV OL SONNH G3HNI3S FHL 40 NOILHOd V LSYIT LV ONIMEI4SNYHL

A

IN3AF ¥33d
-01-d33d FHL 40 INOTLNO NV ONIZIH3 LOVHVHO V1Iva ONIAIZOTY

A

J3-N33S ATINASS3OONS FH3IM SANNA
JHL 1VHL NOILYWHIINOD VONIZIdF LOYEVHO ViVA ONILLINSNY YL

T — 079

g

334 AHINT INJAT NV SV H3SN IHL A9 A3LISO43A A1SNOIATHd
SANNA INIITO IHL HLIM QILYID0SSY ¥3SN V HO4 ONIMNOIS

[N

019




US 9,479,602 B1

Sheet 7 of 39

Oct. 25, 2016

U.S. Patent

Z Old

AU PRWET

uj ubls

130 1nogy |

| sracdoanedl | saweny | suioa B Ao | M




US 9,479,602 B1

Sheet 8 of 39

Oct. 25, 2016

U.S. Patent

8 "old

iy URORE WE saEy APy

ey dasduioy
B RR BLLY BRLHERE 1287
QI LLALEOT PUSAAESE g PLER] 1241

PUSMESE S

SSRAREE |

noxsy sjesln)

foig | sri oy f o

: | ssadojaseg | sowen) | SUom Y AOH | awol %mmmx
¥




US 9,479,602 B1

Sheet 9 of 39

Oct. 25, 2016

U.S. Patent

6 "OId

saidnnn | seusdnos

PLARS

18 RRCiCEE DS

Banpuag s wdony eewdorE

FUELIL

poscuddy e wdgirn | e widpny

PLERL

smdoont madog s

syusng Ay

FLIGEA

foig fsiyanoqy | | sissbopEnag | sawer | sqiogs 3 moy | suoy Mmmm

W

A5




US 9,479,602 B1

Sheet 10 of 39

Oct. 25, 2016

U.S. Patent

0L "OId

45 A FLBLS
i% Sl PUHELS
44 SEEWN PLAESS
F2% FUBLE

PLigAL

o} IR ey | oty g | s




US 9,479,602 B1

Sheet 11 of 39

Oct. 25, 2016

U.S. Patent

LL "OIld

B s W BOE SO S s

S IR PR

% Gk e SRS L G R OIS A 2 SIS

YSEALE AN B WAL

s veos o e oot ERIRSATR



US 9,479,602 B1

Sheet 12 of 39

Oct. 25, 2016

U.S. Patent

¢l "Old

s
e e e e e e o
i i i i i i

SR
e

i i i i i e,
L

wal Dot 1050 3 501 DUR BATS 4B Nk ApRRI suRss
BLE PO P e s apsg B0 IO 00 BILIIRGG DUR | CBTE W LIRS JUDA R REID O,

e JuBAL AN B SRR




US 9,479,602 B1

Sheet 13 of 39

Oct. 25, 2016

U.S. Patent

£L°OId

surnBayy o amy ol urs oz
SIUSILEIING] JBY00LS BIggn

Burnd sy sidy off oo uopduasay |

Al eyl ey of voo UoEiuasAg
SPEBLFEUING] 153000 BN

aurel sy sy 2y of une verpdusreg
SPUGLIERING] 8005 SHggn

Pursh aiyy sy Ay o upd UeElunsag




US 9,479,602 B1

Sheet 14 of 39

Oct. 25, 2016

U.S. Patent

vi "Old

&Aﬁ”

........................."“........."“."..........................."“........."“."......................................................................."“........."“."..........................."“........."“.".............................. =

“anth BRall s 3 1oL P 2t uen oK YD 8 Jsae
PG SEIUEY ARG SR PR sprRassd SRy $34:4 EPRIT ST SOV G850 '3, CIGR G PN YSRGS CHSSIAG S5 DRWIEIL VY,

FUSAS SR W SEEET




US 9,479,602 B1

Sheet 15 of 39

Oct. 25, 2016

U.S. Patent

Gl "OId

o e

sy

”,””””W,W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”W”wwwmw,mvm%ﬁ” %

X....................................................................................."“........."“."..........................."“..........."“."..........................."“........."“."......................“"

g SRRl M0t 1 RS FURR ARS e 1K ERIRTL 5 ek
By LS SR B papekasacs Qe iod U we SYaBISnT N ] R L LIRS RIS L0 SRESY 5F

HSAY MR B IR

fopt sy naay |5 5} sstdisysosy amanecy | e A | mssgs “Nm Vm&



U.S. Patent Oct. 25, 2016 Sheet 16 of 39 US 9,479,602 B1

FIG. 16
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FIG. 18
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FIG. 21
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FIG. 26
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FIG. 29
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1
EVENT PLATFORM FOR PEER-TO-PEER
DIGITAL GAMING COMPETITION

TECHNICAL FIELD

The subject matter described herein relates to an event
platform for a peer-to-peer digital gaming competition.

BACKGROUND

Electronic sports (also known as eSports or competitive
gaming) is a term for organized multiplayer video game
competitions. Common video game genres associated with
electronic sports include real-time strategy, fighting, first-
person shooter, and battle arena. ESport events can include
community-organized gatherings of eSports fans in a bar or
restaurant. At a these events, attendees will watch eSports
video streams of one another’s game-play while enjoying
food and socializing with other eSport enthusiasts.

Bars calling themselves “eSports Bars” have arisen.
These bars are similar to the traditional sports bars, but
instead of broadcasting sports like football and soccer, they
broadcast a variety of eSports games instead. Many of these
bars also have computers set up to allow customers to play
games with each other, and often host in house tournaments
as well.

But outside of bars dedicated to eSports, eSporting events
are generally organized in an ad-hoc manner, requiring
significant time investment by an organizer to prepare the
venue, advertise the event, collect entry fees, determine
competition winners, and distribute prizes. Venues often
lack sufficient network connections for gaming consoles or
computer systems used in the competition. While many bars
have television, often these bars and other venues lack
appropriate audio/video and related equipment, (such as A/V
connectors, adaptors, power outlets, power cords, and the
like) to display event participant game-play and/or connect
to gaming consoles and/or computing systems. In addition,
games played by event participants often vary in difficulty
(and therefore player outcome varies) because the game may
present a different scenario each time the game is played.
Such a condition makes it challenging to determine event
competition winners or rankings in a fair manner.

SUMMARY

In an aspect, data is received by at least one data proces-
sor, the data identifying a peer-to-peer gaming event and
comprising a request to register for the peer-to-peer gaming
event, the request originating from peer-to-peer gaming
platform software executing on a client. The client is remote
from the at least one data processor. The peer-to-peer event
is a geographically restricted peer-to-peer gaming competi-
tion having a plurality of participants each playing a skill-
based digital game. The client is associated with the peer-
to-peer gaming event. That the client satisfies a geographical
location requirement of the peer-to-peer gaming event is
determined. The determining is based on the received data
and a geolocation of the client. Provision of the skill-based
digital game to the client during the peer-to-peer gaming
event is caused. The skill-based digital game exchanges
game data with a game server remote from the at least one
data processor and the client.

One or more of the following features can be included in
any feasible combination. For example, determining that the
client satisfies the geographical location requirement can
include receiving data characterizing a location of the client
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according to a geolocation system of the client; and com-
paring the location of the client to a predefined geolocation
of the peer-to-peer event. The geolocation system of the
client can be a global positioning system (GPS) service or a
local positioning system (LPS) utilizing beacons. The skill-
based digital game can be a single player game or a
multiplayer game. A video feed recording in-game actions
can be generated by, using the peer-to-peer gaming platform,
capturing an interface display space of the skill-based digital
game and broadcasting the capture to peer-to-peer gaming
platforms of one or more additional clients participating in
the peer-to-peer event. Generating the video feed can
include simultaneously broadcasting the capture and a sec-
ond capture of in-game actions of another client to enable
comparison of the in-game actions between participants of
the peer-to-peer gaming event. The another client can be
selected based on a ranking of performance of the second
client in the peer-to-peer gaming competition.

Data characterizing historical skill-based gaming metrics
for one or more peer-to-peer event participants and historical
skill-based gaming metrics for a potential peer-to-peer event
participant can be accessed. Using the accessed data, a
targeted advertisement to present to the potential peer-to-
peer event participant can be determined. The targeted
advertisement can specify the skill-based digital game and a
characterization of the historical skill-based gaming metrics
for the one or more peer-to-peer event participants. An
advertisement display space can be caused to be modified to
include the targeted advertisement. The targeted advertise-
ment can prompt the potential peer-to-peer event participant
to, using a peer-to-peer gaming platform, request to register
for the peer-to-peer event.

Funds previously deposited by the user as an event entry
fee can be secured for a user associated with the client. Data
characterizing a confirmation that the funds were success-
fully secured can be transmitted. Data characterizing an
outcome of the peer-to-peer event can be received. At least
a portion of the secured funds can be transferred to an
account associated with an event participant. The peer-to-
peer gaming platform software executing on the client can
provide a random number seed to an operating system
independent random number generator so that an initial state
of the skill-based digital game is consistent for the plurality
of participants. The peer-to-peer competition can include the
plurality of participants concurrently playing the skill-based
digital game.

Non-transitory computer program products (i.e., physi-
cally embodied computer program products) are also
described that store instructions, which when executed by
one or more data processors of one or more computing
systems, causes at least one data processor to perform
operations herein. Similarly, computer systems are also
described that may include one or more data processors and
memory coupled to the one or more data processors. The
memory may temporarily or permanently store instructions
that cause at least one processor to perform one or more of
the operations described herein. In addition, methods can be
implemented by one or more data processors either within a
single computing system or distributed among two or more
computing systems. Such computing systems can be con-
nected and can exchange data and/or commands or other
instructions or the like via one or more connections, includ-
ing but not limited to a connection over a network (e.g. the
Internet, a wireless wide area network, a local area network,
a wide area network, a wired network, or the like), via a
direct connection between one or more of the multiple
computing systems, etc.
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The subject matter described herein provides many tech-
nical advantages. For example, the current subject matter
can provide for an integrated platform for organizing live
eSport events. Social aspects of live events can be ensured
by imposing location restrictions (geographic and/or tem-
poral) and the current subject matter can enforce those
restrictions to ensure that event participants are co-located
for the event. The current subject matter can provide inte-
grated video streaming, entry fee/prize distribution han-
dling, event advertising/promotion, and can provide game-
play in a manner that ensures fairness among players. The
current subject matter can impose location restrictions so
event participants will visit the venue, for example, a bar or
restaurant, which can increase the venue’s food and drink
sales.

In addition, some example implementations of the current
subject matter can provide for viewing of event participant
gameplay without requiring special audio/visual equipment,
connections, adaptors, and the like. The viewing may take
place at a venue without interfering with existing patrons
who are not participating in the event (e.g., other venue
customers). The viewing may be customized for each event
participant, which can increase participant engagement and
enjoyment. The current subject matter can be implemented
using a mobile device, such as a tablet or smart phone and
which can be standalone and/or connected to a television,
projector, and/or other display device.

The details of one or more variations of the subject matter
described herein are set forth in the accompanying drawings
and the description below. Other features and advantages of
the subject matter described herein will be apparent from the
description and drawings, and from the claims.

DESCRIPTION OF DRAWINGS

FIG. 1 is a process flow diagram illustrating a process of
providing a skill-based digital game for a peer-to-peer
gaming event;

FIG. 2 is a system block diagram illustrating an example
system that enables peers to organize, promote, and imple-
ment live peer-to-peer gaming events in the form of gaming
competitions;

FIG. 3 is a process flow diagram of a process of providing
a targeted advertisement to a potential peer-to-peer event
participant;

FIG. 4 is a data flow block diagram illustrating enforce-
ment of geolocation requirements;

FIG. 5 is a data flow diagram illustrating testing proce-
dures;

FIG. 6 is a process flow diagram illustrating an example
process for securing player funds for entry into a peer-to-
peer event and/or gaming competition;

FIGS. 7-25 illustrate interfaces for event organizers to
interface with event portal;

FIGS. 26-34 illustrate interfaces for players to sign
up/register for an event; and

FIGS. 35-39 illustrate interfaces for display on clients
before, during, and after live peer-to-peer events.

Like reference symbols in the various drawings indicate
like elements.

DETAILED DESCRIPTION

FIG. 1 is a process flow diagram illustrating a process 100
of providing a skill-based digital game for a peer-to-peer
gaming event. Live events may be location-based and the
current subject matter can enforce those restrictions to
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ensure that event participants are co-located for the event
thereby improving player enjoyment and engagement. The
current subject matter can enable peers to organize, promote,
and implement live peer-to-peer gaming events in the form
of gaming competitions. Live events may be location-based,
have entry fees/tickets, award prizes to winners based on
competition outcome, include video streaming of gameplay
(both live and replay), foster social interactions among
players, increase game engagement, and/or build the gaming
community.

At 110, data is received identifying a peer-to-peer gaming
event. The gaming event includes a peer-to-peer gaming
competition with multiple participants. The event can be for
a defined location and time. For example, an event may
occur at or during a specific time and at a designated location
or venue. Each player or participant can play a skill-based
digital game during the event. The data can include a request
to register for the peer-to-peer gaming event.

In some implementations, the participants can play con-
currently and in some implementations, the participants can
play at any point within a predefined period (e.g., during a
2 hour window of the event). Multiple plays by one partici-
pant within an event can be possible. The game can be
single-player or multi-player.

The data can be received from or originate from a
peer-to-peer gaming platform software executing on a
remote client. The client can include, for example, a mobile
computing device of a participant (e.g., a smartphone or
tablet), although in some implementations, the client can
include other computing systems and/or gaming consoles.
The peer-to-peer gaming platform software can interface
with a game instance to provide a fully integrated set of
technologies that can facilitate event formation and imple-
mentation using a third party game. For example, the
peer-to-peer gaming platform software can interface and/or
work in parallel with existing games to provide for event
functionality.

At 120, the client can be associated with the peer-to-peer
gaming event. The associating can include registering the
client and/or participant with the event. In some implemen-
tations, an event organizer can, utilizing an event portal,
manage event registration. The event organizer can accept
and/or deny user requests to join the event. In some imple-
mentations, registration can be automatic and may be
according to predefined eligibility criteria, including
whether an entry fee has been secured for the participant.

At 130, it can be determined that the client satisfies a
geographical location requirement of the peer-to-peer event.
The determining can be based on the received data and a
geolocation of the client. In some implementations, the
determining that the client satisfies the geographical location
requirement can include receiving data characterizing a
present location of the client according to (e.g., as deter-
mined by) a geolocation system of the client. The location of
the client can be compared to a predefined geolocation of the
peer-to-peer event, for example, by utilizing a reverse
lookup database. The geolocation system can include, for
example, a global positioning system (GPS) service or a
local position system (LPS) utilizing beacons (for example,
wireless routers, base stations, low-power dedicated bea-
cons, and the like). When the location requirement is
enforced, participants must physically attend the event in
order to participate and win prizes. Event organizers and
venues can benefit from the presence of the participant, for
example through food and drink sales, in addition to any
funds received as entry fees and not distributed as a prize.
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Moreover, physically attendance can improve social aspects
of gaming and increase player engagement.

At 140, provision of the skill-based digital game to the
client can be caused. The provision can be during the
peer-to-peer gaming event. During gameplay, the skill-based
digital game can exchange game data with a remote game
server, which can also be remote from the client. Causing
provision of the game can include notifying the game server
and the peer-to-peer gaming platform that the participant is
eligible to play the game as part of the peer-to-peer event.

FIG. 2 is a system block diagram illustrating an example
system 200 that enables peers to organize, promote, and
implement live peer-to-peer gaming events in the form of
gaming competitions. A plurality of players 210, (i=1,
2, ..., N) can operate respective clients 220,. Each client
220, can include a game instance 230,. The game instance
230, can include any online digital game (e.g., video game)
in which player skill is the dominate factor in determining
game outcome, not chance. The multiple players 210, can
join a peer-to-peer event as participants and can compete
against one another during the live peer-to-peer event.
Games can be the same across game instances 130, (e.g., if
the players 210, are playing chess, each game instance 230,
is an instance of an electronic chess game). Each game
instance 130, can be in communication with and receiving
game data from a game server 250. The game server 250 can
provide game data necessary to operate the game. Alterna-
tively and/or in addition, game instances 230, can exchange
game data directly. In some implementations, only a subset
of the players 210, are event participants. Non-participants
can be spectators and/or unaffiliated with the event. System
200 can provide a peer-to-peer gaming platform that enables
peer-to-peer wagering on non-event gaming tournaments to
the players 210, who are not participating in the event.

Each game instance 230, can include peer-to-peer gaming
platform software 240, executing on the respective client
220,. The peer-to-peer gaming platform software 240, can
integrate into the game instance 230, and enables participant
210, to register for and participate in a live event. The
peer-to-peer gaming platform software 240, communicates
with and works in tandem with an event server 260. In some
implementations, the peer-to-peer gaming platform software
240, can provide for peer-to-peer wagering on non-event
gaming tournaments.

Event server 260 can include modules to facilitate orga-
nization, promotion, and implementation of live peer-to-peer
gaming events. Event server 260 can include developer
portal 265, video replay engine 270, event portal 275, and
transaction engine 280.

Developer portal 265 can include self-service integrations
portal to configure software development kit (SDK) soft-
ware component modules connected to event server 160 that
enable multiplayer features including peer-to-peer wagering
within existing single-player game software. Developer por-
tal 265 allows configuring of the interactions between clients
220, and event server 260. A game developer, game pub-
lisher, and/or host of game server 250 may utilize developer
portal 265, for example. A game publisher may interact with
developer portal 265 via peer-to-peer gaming platform soft-
ware 240, or a web browser interface 285. A game publisher
can include users of the system 200 who intend to integrate
their games with the platform.

Through web browser interface 285, game publishers are
able to download software components, be guided through
the process of integrating the software components into their
games, manage their games on the system, view statistics
and other information about their game’s player population,
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modify tournaments set up through the platform, and per-
form other configuration and setup tasks.

Video replay engine 270 can provide for video capture
and streaming of game play during an event. Video record-
ings can be streamed live and stored for all game entries
which can later be verified for authenticity (e.g., anti-
cheating) and also reviewed live by an event host for
entertainment, information, and to increase engagement of
players. Video replay engine 270 can facilitate capture of
video of activity in a software interface display space on
client 220, (e.g., such as capturing a display of game 230,);
enable processing, streaming, and storing of the captured
video; and support retrieval, usage, and sharing of video
content. For example, during an event, screen shots of a
graphical user interface and any images displayed therein
can be captured at an appropriate rate and streamed to video
replay 270. Video capture can be performed by, for example,
capturing user-interface display space views through screen-
shots at a predetermined rate or frames per second. Another
example can include capturing open graphics library
(openGL) layers. Yet another example can include capturing
data in a pixel buffer and forming video data from the
captured data. Other implementations are possible.

The video capture can include metadata related to the
video capture such as time of capture, identification of the
event, user identification, software identification, location
based data, user input, hardware identification, and the like.
Video replay 270 can store and archive the received user-
activity video signals and serve as a repository of previously
received or currently received video streams. All video
streams created during an event can be associated together.

In some implementation, event system 200 can generate
a video feed recording in-game actions during an event. The
peer-to-peer gaming platform 240, can capture an interface
display space of the skill-based digital game 230, or of client
220, and transmit the capture as a video stream to video
replay 270. Video replay 270 can broadcast the captured
video to additional peer-to-peer gaming platforms 240, of
other participants in the event. In this manner, an audience
(e.g., other participants) can view a participant’s game play
without requiring existing audio/video equipment in a
venue.

In some implementations, generating the video feed can
include simultaneously broadcasting video captures of mul-
tiple participants’ gameplay. The video captures can be
broadcast side-by-side allowing viewers of the video feed to
compare in-game actions (e.g., gameplay and performance)
across event participants. A participant, after completing
game play (or a portion of the game, such as a level), can
view his or her own gameplay side-by-side with that of an
opponent. In some implementations, a participant can view
their gameplay side-by-side with the event’s current first
place game. Thus, the second video stream (or the client) can
be selected based on a ranking of performance of the second
client in the peer-to-peer gaming competition.

In some implementations, an event host can control
aspects of the live video feed, such as controlling which
feeds are broadcast at any given time. Live replay 270
allows an event host to act as a type of video master of
ceremonies (MC) or broadcaster/announcer during the
event.

Event portal 275 can provide for organization, manage-
ment, and promotion of peer-to-peer events. A live event can
contain one or more live tournaments. A live tournament can
include a time-boxed tournament in which multiple partici-
pants pay an entry fee for a chance of winning cash and/or
other prizes. Entry fees can be held in escrow using trans-
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actions engine 280. Each participant may or may not be
allowed multiple entries into the competition (e.g., multiple
game-plays). Each participant can play the same game as
every other participant, and for each entry. The starting game
state can be the same for all entries and all participants, for
example, by having the peer-to-peer gaming platform 240,
provide a seed to an operating system independent number
generator. In some implementations, a stream of random
numbers can be provided from event server 260. Game
instances 230,, which often have elements of randomness,
can start in a consistent state across all participants. Multiple
entries can be permitted per participant. Multiple prizes and
prize tiers are possible.

Placement within a live tournament can be determined by
a modular set of placement-defining rules. This can include
paradigms such as best score, in which the player’s indi-
vidual entry that achieved the best score out of all of that
player’s entries is used to rank participants when determin-
ing prizes. Another example of a scoring paradigm is “recent
score,” in which a player’s score on their most recent entry
is used to rank participants. Other paradigms are possible,
including, for example, counting a player’s second best
score when determining rank.

Events can be location-based so that the event will take
place at a specific geographical location, and systems are in
place to only permit users who are at those geographical
locations to participate in the event. In addition, events
and/or live tournaments can be protected by a passcode (e.g.,
an “entry code”) that only allows participants with the
passcode to enter the event and/or tournament.

In addition, event portal 275 can enable event promotion.
Push notifications can be sent to participants and eligible
potential participants alerting them as to their placement in
tournaments or to the availability of current and upcoming
tournaments. Event portal 275 can create targeted advertise-
ments. For example, FIG. 3 is a process flow diagram of a
process 300 of providing a targeted advertisement to a
potential peer-to-peer event participant. At 310, data can be
accessed characterizing historical skill-based gaming met-
rics for one or more peer-to-peer event participants. The
accessed data can also characterize historical skill-based
gaming metrics for a potential peer-to-peer event partici-
pant. Historical skills-based gaming metrics can include
game attributes that can be traced (e.g., recorded or moni-
tored) and are associated with the player’s in-progress, most
recent, and/or past game plays. For example, historical
skills-based gaming data can include: an in-game score,
game outcome, time to complete a stage, game level
achieved, difficulty, number of enemies, power-ups
acquired, player ratings, number of wins or losses, statistical
measures of attributes (e.g., average scores, ratio of wins to
losses, etc.), top scores across some or all players, comple-
tion of any game related task, objective, and/or achievement,
in-game acquisition of items, and/or other character attri-
butes. Historical skills-based gaming metrics can include
other traceable game attributes.

At 320, a targeted advertisement to present to the potential
peer-to-peer event participant can be determined. The tar-
geted advertisement can specify the skill-based digital game
and a characterization of the historical skill-based gaming
metrics for the event participant. The content of the targeted
advertisement can be based on configurable messaging rules
(i.e., a set of rules). The rules can be used to target potential
event participants with specific geographical locations, attri-
butes, levels of skill, or relationships. For example, in
addition to being geographically close to an event, an
advertisement or invitation could prompt to a player to join
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the event based on a player exceeding a certain predeter-
mined value or score for a particular in-game challenge. The
rules can include whether the player has completed a par-
ticular level, game, number of games played, time played, or
other game element. An advertisement could be presented
when a player is among a certain percentile of players (e.g.,
prompting players to enroll in an event with like-skilled
players).

Additional rule examples can include when a potential
event participant has wagered, lost, and/or won at least a
certain amount (e.g., prompting players to enroll in an event
that requires “high stakes” or large minimum entry fee),
when one or more associated event participants (e.g., links
on a social networking website) are enrolled in an event
(e.g., prompting a potential event participant to register for
an event with their friends), when a potential event partici-
pant has played a certain number of games, and/or when a
potential event participant has completed a level or chal-
lenge in another event or tournament. The messaging rules
can also be based on a geographic location of the potential
event participant, or whether the potential event participant
is eligible to wager cash or rewards on a tournament (e.g.,
which may be based, for example, on their age). Adminis-
trators, and/or event organizers can configure and/or cus-
tomize the messaging rules.

At 330, an advertisement display space can be caused to
be modified to include the targeted advertisement. The
targeted advertisement can prompt the potential peer-to-peer
event participant to, using a peer-to-peer gaming platform
240,, request to register for the peer-to-peer event.

The targeted advertisement can include graphical, textual,
and hyperlink information necessary to populate pre-exist-
ing advertising space with a customized invitation for poten-
tial event participants to register for an event. Targeted
advertisements can include customized messages derived or
based on the messaging rules and/or other data triggered by
a rule, gameplay, or historical skills-based gameplay met-
rics. The targeted advertisement can be targeted to the
potential event participant and include a characterization of
the potential event participant’s historical skills-based gam-
ing metrics and a characterization of one or more existing
event participant’s historical skills-based gaming metrics.
For example, the targeted advertisement can include infor-
mation regarding how many of the player’s friends, contacts,
or in-network users are registered for the event. The adver-
tisement content can show how a potential event participant
would fare if they joined an event by including a comparison
between or characterization of the historical gaming data
and other players that have registered for the event (e.g.,
showing how much money the player would have won in an
event, a comparison of the potential event participant’s
average score to other registered participants’ average
scores, a mock leader board where the potential event
participant is compared to all registered event participants,
and the like). The targeted advertisement can include the
entry fee.

Referring again to FIG. 2, the event server 260 and/or
event portal 270 can also pass data characterizing advertise-
ments (e.g., advertising logic, invitations, and/or messages)
to the game server 250.

From a user perspective, the event portal 275 can be used
to set up, configure, administer, and host live events via the
system 200. The event portal 275 can interact with and
coordinate other modules (e.g., developer portal 265, video
replay 270, and transactions engine 280) to facilitate the
administration of live events.
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Event portal 275 can provide for viewing events (active,
upcoming, completed); viewing individual event details;
creating new events (including setting event details, event
name, start/end time with dates, locations, entry codes,
description, and the like); which games to play at the event;
adding tournaments (including setting tournament name,
prize type, entry code, withdrawal code, number of players,
duration, entry fees, prize/payout structures, scoring para-
digms, and the like); testing the event (including entering
system usernames for testers; time boxed testing in which
entries are free, and the like); submitting for approval (e.g.,
submit an event for administrator approval); going live (e.g.,
making an event live in system 200); hosting a live updated
leaderboard (the leaderboard can include usernames, ava-
tars, scores, timestamps and a now playing indicator); pro-
viding live video streams (including playback of recent
replays such a “instant replay,” playback of live streams of
gameplay, metadata such as scores, and the like); analytics
(including number of participants, number of entries, fees
collected, prizes paid out, administrative fee, profit calcula-
tions, and the like).

The peer-to-peer gaming events can be location-based
(e.g., the event will take place at a specific geographical
location). The location requirement can be specified by an
event organizer or host using the event portal 275 and can be
enforced by the system 200. For example, event hosts are
able to specify locations for their events. Multiple disparate
locations are possible.

FIG. 4 is a data flow block diagram 400 illustrating
enforcement of geolocation requirements. At 410, client
sends a JOIN TOURNAMENT request to event sever 260.
Event server 260 checks with an event definition for a
geographical requirement. The geographical requirement
can be predefined, for example, by an event host. The event
server 260 sends a GEOLOCATION REQUEST to client
210, at 420. Client 210,, uses built-in geolocation systems
(e.g., geolocation systems/devices utilizing GPS, wireless
wide area network (WWAN), and WIFI technologies) to
determine the client’s location. The location is sent to the
event server 260 at 430. At 440, event server 260 verifies
location based on reverse geolocation lookup table/database
405 or similar services. At 450, event server ACCEPTS or
DENYS the JOIN TOURNAMENT request.

Events portal 270 can provide a facility by which event
hosts can test their live event setups in a live production
environment prior to the start of the actual event. This testing
can be performed via the event host entering a whitelist of
production user accounts on the event portal 270. These
accounts are given special access to a ‘mock’ tournament,
with no entry fees required, that emulates the parameters of
the real tournament. For example, FIG. 5 is a data flow
diagram illustrating a data flow diagram 500 for testing
procedures. The user can initiate a test via Event Portal 275.
At 510, Event Portal 275 contacts Event Server 260 with an
instruction to initialize the test with user-specified param-
eters, such as game, game type, and a list of users to permit
to utilize the test. At 520, Event Server 260 tells the client
220, that it should present a test tournament to the user.
When the user who is testing goes to join the test tournament
at 530, the client 220, contacts the Event Server 260 with a
JOIN request, which is authorized by Event Server 260
authorizing, at 540, with Event Portal 275. This authoriza-
tion allows the testing user to play the tournament. When the
test has concluded (for example, after a predetermined
timeout), at 550, Event Portal 275 instructs Event Server
260, which informs Client 220, at 560 to no longer show the
test tournament to the user.
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Referring again to FIG. 2, event server 260 can include
transactions engine 280. Transactions engine 280 can main-
tain account information for each player or participant 210,,
including financial information, and can act as a trusted
party to hold funds in escrow and/or secure funds to enforce
the terms of event entry, including an entry fee (i.e., ensures
winning players receive the winnings). Players 210, can
register and fund accounts either directly with the transac-
tions engine 280 (for example, accessing the server via a
web browser) or through the peer-to-peer gaming platform
240,. The players 210, can fund their account through several
means, such as, for example: PayPal, credit cards, Auto-
mated Clearing House (ACH) transfer, cash, loyalty cards,
pre-paid cards, coupons, system credit, credit earned by
watching advertisements, Google checkout, etc. Other meth-
ods of funding the account are possible.

In an example implementation, when each player 110,
registers for an event, each player 110, can pay an event
entry fee for one or more gaming competitions. The trans-
actions engine 280 can secure the player 210, funds. Secured
funds cannot be withdrawn or used for another wager.
Securing the funds can include transferring the funds from
the player account to an escrow account as well as placing
a “hold” on the funds in the player’s account. Once the
transactions engine 280 secures funds from all participating
players 210,, the event can proceed.

In some implementations, funds are not secured until a
player 210, requests to enter a specific gaming competition
in an event having one or more competitions or tournaments.
In some peer-to-peer events, players 210, can enter in or play
a gaming competition more than once and pay an entry fee
for each entry and at time of entry. Other implementations
and variations are possible.

FIG. 6 is a process flow diagram illustrating an example
process 600 for securing player funds for registering for or
for entry into a peer-to-peer event and/or gaming competi-
tion. At 610, funds previously deposited by a user can be
secured as an event entry fee. The user can be associated
with the client. At 620, data characterizing a confirmation
that the funds were successfully secured can be transmitted.
At 630, data characterizing an outcome of the peer-to-peer
event can be received. At 640, at least a portion of the
secured funds can be transferred to an account associated
with an event participant.

FIGS. 7-39 illustrate user interfaces for various example
implementations of the current subject matter. FIGS. 7-25
illustrate interfaces for event organizers to interface with
event portal 270. FIGS. 26-34 illustrate interfaces for play-
ers 210, to sign up/register for an event. FIGS. 35-39
illustrate interfaces for display on clients 220, before, during,
and after live peer-to-peer events.

FIG. 7 illustrates an example event portal login. A banner
can be displayed for creating an account, an existing user
login prompt can be provided, and a call to action for an
affiliate use, for example, advertisement. FIG. 8 illustrates
an example event portal sign up interface having a form
entry for signing up and an existing user sign-in link. FIG.
9 illustrates an example event portal dashboard. Events that
are live appear near the top of the page, events that have
been created but are not live yet are displayed sorted by date
and this section need not appear if there are no upcoming
events that are approved or pending approval. For events
with pre-registration, live events, or completed events, the
number of users who have signed up or participated can be
displayed. Completed events can also be displayed along
with the revenue produced for the organizer by the event.
Event history, advertisements, and total event revenues can
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be displayed. FIG. 10 illustrates another example event
portal dashboard displaying many completed events.

FIG. 11 illustrates an interface for creating (e.g., organiz-
ing) a new event. A match entry code can be specified, as
well as geographic location, entry type (which can determine
whether an event will offer pre-registration or normal open
play. Additional tickets can be offered for both pre-registra-
tion, and users who wish to buy-in again to the live event.
FIG. 12 illustrates an interface for selecting a game during
the event creation/organization process. FIG. 13 illustrates
an interface for searching for specific game titles and results
shown. FIG. 14 illustrates an interface for adding tourna-
ments or gaming competitions to the event. Scoring type can
be toggled between best score and recent score, start and end
time can be specified, additional new tournaments can be
added to the event, and prize and entry fee can be specified.
Prizes can be split among multiple participants. FIG. 15
illustrates an interface for adding another tournament or
gaming competition to the peer-to-peer live event. FIG. 16
illustrates an interface for confirming tournament payment.
In some implementations, the event organizer can guarantee
event prizes prior to hosting the event. FIG. 17 illustrates an
interface once the organized event is ready to be saved.

FIG. 18 illustrates an interface for testing an organized
event and an interface for displaying a confirmation screen
during test that the event is live. The interfaces provide
instructions to the organizer.

FIG. 19 illustrates an interface for the organizer to review
event information. Event information cannot be edited once
the event has gone live. Event video streaming, analytics,
and winners (including withdrawals) are not displayed until
the event is actually live. FIG. 20 illustrates an interface for
configuring video streaming. The video streaming can be
configured during a live event by the organizers. Three
content areas can be specified for display in a combined
view. In FIG. 20, display 1 illustrates the first place user’s
replay, while display 2 shows both 2”¢ and 3’7 place user
replays. These displays can be replaced with specific users
using interface controls. A specific user can be displayed.

FIG. 21 illustrates an interface for streaming event videos.
At top are example results of the event while at bottom is a
live leader board (e.g., for display during the event). The
leader board can be displayed alongside or concurrent with
the video streams. FIG. 22 illustrates an interface for dis-
playing event analytics (either during the event or once the
event has completed).

FIG. 23 illustrates an interface for displaying and
enabling the event organizer or host to distribute event
prizes. A unique withdrawal code can be provided for each
player that has won a price. The user can enter this code
using the peer-to-peer gaming platform 240, to confirm
payment. When an event host clicks “pay cash” the amount
paid out will be reflected on their profits and the amount
charged on their card if the withdrawal code is not entered
or one is not available, there is no action to pay the user cash.
When a player has been paid cash, it is so labeled and
becomes inactive. When a user has been paid, the prize pool
will update to reflect the remaining balance to be paid out.
In some implementations, the user flow can be performed
according to: 1) player tells the host their username; 2) host
tells the player their specific withdrawal code; 3) player
enters the code and submits the withdrawal; 4) pay cash
button becomes active; and 5) host clicks pay cash button.
FIG. 24 illustrates an interface for displaying winner payout.
When an organizer pays a player in the event, this confir-
mation screen can appear. The amount of available prize
money is displayed at the top. This amount can change each
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time a player claims a prize. If there is a zero dollar available
prize pool, all available prizes have been paid out for the
event.

FIG. 25 illustrates an interface for displaying pre-regis-
tered and registered users during a live event. This partici-
pation list can be for an open, user balance live event. A user
can be searched for within the participant list.

FIGS. 26-34 illustrate interfaces for players 210, to sign
up/register for an event. FIG. 26 illustrates a client 220, with
an example interface of a peer-to-peer gaming platform 240,
for a user to sign up for a p2p live event. The interface can
display a co-branded logo (for example, as uploaded by an
organizer using event portal 270), marking message, event
time, and GUI elements for signing up or signing in. FIG. 27
illustrates an interface for a new user to sign up to peer-to-
peer gaming services and peer-to-peer live event. FIG. 28
illustrates an interface for displaying a message to a user
when the user has successfully registered for a live event,
including a list of games that are available for playing at the
event and links to download those games if the user does not
already have the game software application. FIG. 29 illus-
trates an interface for displaying a message to a user when
event registration has closed. FIG. 30 illustrates an interface
for displaying a login prompt for an existing user to log into
the peer-to-peer gaming platform 240,. FIG. 31 illustrates an
interface for an existing user to register for a peer-to-peer
live event, including paying an entry fee. FIG. 32 illustrates
an interface for displaying a message to the existing user that
they have successfully registered for the live event. FIG. 33
illustrates content of a message for confirming event regis-
tration to a user. FIG. 34 illustrates an interface for display-
ing event details using the peer-to-peer gaming platform
240,

FIGS. 35-39 illustrate interfaces for display on clients
220, before, during, and after live peer-to-peer events. FIG.
35 illustrates two interfaces for reminding a user that a
peer-to-peer live event is available for participation (either
pre- or post-registration). At top, an upcoming live/local
event can be displayed in a live events match select category
on a user interface. Display time and hierarchy order can be
controlled based on least amount of time until event goes
live. At bottom, selecting an upcoming event can prompt the
user to be notified when the event is about to begin. If a user
selects to be reminded, they can receive push notifications
before the event, for example at 12 hours, 6 hours and 1 hour
before the event goes live.

FIG. 36 illustrates an interface for a peer-to-peer gaming
platform 240, display in which the live event rules are
displayed including the paradigm by which scoring is deter-
mined, and an opt-out message for each unique event. FIG.
37 illustrates an interface for a peer-to-peer gaming platform
240, displaying details of an event in progress, including
links to spectate the event and share the event. FIG. 38
illustrates an interface for displaying a leaderboard during a
live event. When a user is currently playing a game, an icon
can be displayed besides their avatar. Prizes to be paid out
assuming the leader board reflects the final outcome of the
gaming competition can be displayed. The list of users can
be displayed by current place or rank in the gaming com-
petition. Links are provided to spectate each player’s game-
play. In an example implementation, the replay for a non-
player user can show opponents game versus the player’s
game and replay for a player user can show the player’s
game versus the current first place game. FIG. 39 illustrates
example interfaces for two notifications to be displayed
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during a live event. The notifications can display a message
to event participants that the event will end in 10 minutes
and/or 5 minutes.

One or more aspects or features of the subject matter
described herein can be realized in digital electronic cir-
cuitry, integrated circuitry, specially designed application
specific integrated circuits (ASICs), field programmable
gate arrays (FPGAs) computer hardware, firmware, soft-
ware, and/or combinations thereof. These various aspects or
features can include implementation in one or more com-
puter programs that are executable and/or interpretable on a
programmable system including at least one programmable
processor, which can be special or general purpose, coupled
to receive data and instructions from, and to transmit data
and instructions to, a storage system, at least one input
device, and at least one output device. The programmable
system or computing system may include clients and serv-
ers. A client and server are generally remote from each other
and typically interact through a communication network.
The relationship of client and server arises by virtue of
computer programs running on the respective computers and
having a client-server relationship to each other.

These computer programs, which can also be referred to
as programs, software, software applications, applications,
components, or code, include machine instructions for a
programmable processor, and can be implemented in a
high-level procedural language, an object-oriented program-
ming language, a functional programming language, a logi-
cal programming language, and/or in assembly/machine
language. As used herein, the term “machine-readable
medium” refers to any computer program product, apparatus
and/or device, such as for example magnetic discs, optical
disks, memory, and Programmable Logic Devices (PLDs),
used to provide machine instructions and/or data to a pro-
grammable processor, including a machine-readable
medium that receives machine instructions as a machine-
readable signal. The term “machine-readable signal” refers
to any signal used to provide machine instructions and/or
data to a programmable processor. The machine-readable
medium can store such machine instructions non-transito-
rily, such as for example as would a non-transient solid-state
memory or a magnetic hard drive or any equivalent storage
medium. The machine-readable medium can alternatively or
additionally store such machine instructions in a transient
manner, such as for example as would a processor cache or
other random access memory associated with one or more
physical processor cores.

To provide for interaction with a user, one or more aspects
or features of the subject matter described herein can be
implemented on a computer having a display device, such as
for example a cathode ray tube (CRT) or a liquid crystal
display (LCD) or a light emitting diode (LED) monitor for
displaying information to the user and a keyboard and a
pointing device, such as for example a mouse or a trackball,
by which the user may provide input to the computer. Other
kinds of devices can be used to provide for interaction with
a user as well. For example, feedback provided to the user
can be any form of sensory feedback, such as for example
visual feedback, auditory feedback, or tactile feedback; and
input from the user may be received in any form, including,
but not limited to, acoustic, speech, or tactile input. Other
possible input devices include, but are not limited to, touch
screens or other touch-sensitive devices such as single or
multi-point resistive or capacitive trackpads, voice recogni-
tion hardware and software, optical scanners, optical point-
ers, digital image capture devices and associated interpre-
tation software, and the like.
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In the descriptions above and in the claims, phrases such
as “at least one of” or “one or more of”” may occur followed
by a conjunctive list of elements or features. The term
“and/or” may also occur in a list of two or more elements or
features. Unless otherwise implicitly or explicitly contra-
dicted by the context in which it is used, such a phrase is
intended to mean any of the listed elements or features
individually or any of the recited elements or features in
combination with any of the other recited elements or
features. For example, the phrases “at least one of A and B;”
“one or more of A and B;” and “A and/or B” are each
intended to mean “A alone, B alone, or A and B together.”
A similar interpretation is also intended for lists including
three or more items. For example, the phrases “at least one
of A, B, and C;” “one or more of A, B, and C;” and “A, B,
and/or C” are each intended to mean “A alone, B alone, C
alone, A and B together, A and C together, B and C together,
or A and B and C together.” In addition, use of the term
“based on,” above and in the claims is intended to mean,
“based at least in part on,” such that an unrecited feature or
element is also permissible.

The subject matter described herein can be embodied in
systems, apparatus, methods, and/or articles depending on
the desired configuration. The implementations set forth in
the foregoing description do not represent all implementa-
tions consistent with the subject matter described herein.
Instead, they are merely some examples consistent with
aspects related to the described subject matter. Although a
few variations have been described in detail above, other
modifications or additions are possible. In particular, further
features and/or variations can be provided in addition to
those set forth herein. For example, the implementations
described above can be directed to various combinations and
subcombinations of the disclosed features and/or combina-
tions and subcombinations of several further features dis-
closed above. In addition, the logic flows depicted in the
accompanying figures and/or described herein do not nec-
essarily require the particular order shown, or sequential
order, to achieve desirable results. Other implementations
may be within the scope of the following claims.

What is claimed is:

1. A method for implementation by at least one data
processor forming part of at least one computing system, the
method comprising:

receiving, by at least one data processor, data identifying

a peer-to-peer gaming event and comprising a request
to register for the peer-to-peer gaming event, the
request originating from peer-to-peer gaming platform
software stored in memory of a client and executing on
the client, the client being remote from the data least
one data processor, the peer-to-peer event being a
geographically restricted peer-to-peer gaming compe-
tition having a plurality of participants each playing a
skill-based digital game;

associating, using the at least one data processor, the

client with the peer-to-peer gaming event;

receiving data characterizing a location of the client

according to a geolocation system of the client, wherein
the geolocation system of the client is a global posi-
tioning system (GPS) service or a local positioning
system (LPS) utilizing beacons; and

comparing the location of the client to a predefined

geolocation of the peer-to-peer event to determine,
using the at least one data processor, that the client
satisfies a geographical location requirement of the
peer-to-peer gaming event; and
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causing, using the at least one data processor, provision of
the skill-based digital game to the client during the
peer-to-peer gaming event, the skill-based digital game
exchanging game data with a game server remote from
the at least one data processor and the client.

2. The method of claim 1, wherein the skill-based digital
game is a single player game or a multiplayer game.

3. The method of claim 1, further comprising:

generating, using the at least one data processor, a video

feed recording in-game actions by, using the peer-to-
peer gaming platform, capturing an interface display
space of the skill-based digital game and broadcasting
the capture to peer-to-peer gaming platforms of one or
more additional clients participating in the peer-to-peer
event.

4. The method of claim 3, wherein generating the video
feed includes simultaneously broadcasting the capture and a
second capture of in-game actions of another client to enable
comparison of the in-game actions between participants of
the peer-to-peer gaming event.

5. The method of claim 4, wherein the another client is
selected based on a ranking of performance of the second
client in the peer-to-peer gaming competition.

6. The method of claim 1, further comprising:

accessing, using at least one data processor, data charac-

terizing historical skill-based gaming metrics for one or
more peer-to-peer event participants and historical
skill-based gaming metrics for a potential peer-to-peer
event participant;

determining, by at least one data processor and using the

accessed data, a targeted advertisement to present to the
potential peer-to-peer event participant, the targeted
advertisement specifying the skill-based digital game
and a characterization of the historical skill-based gam-
ing metrics for the one or more peer-to-peer event
participants; and

causing to be modified, by at least one data processor, an

advertisement display space to include the targeted
advertisement, the targeted advertisement prompting
the potential peer-to-peer event participant to, using a
peer-to-peer gaming platform, request to register for
the peer-to-peer event.

7. The method of claim 1, further comprising:

securing, using the at least one data processor and for a

user associated with the client, funds previously depos-
ited by the user as an event entry fee;

transmitting, using the at least one data processor, data

characterizing a confirmation that the funds were suc-
cessfully secured;

receiving, using the at least one data processor, data

characterizing an outcome of the peer-to-peer event;
and

transferring, using the at least one data processor, at least

a portion of the secured funds to an account associated
with an event participant.

8. The method of claim 1, wherein the peer-to-peer
gaming platform software executing on the client provides a
random number seed to an operating system independent
random number generator so that an initial state of the
skill-based digital game is consistent for the plurality of
participants.

9. The method of claim 1, wherein the peer-to-peer
competition includes the plurality of participants concur-
rently playing the skill-based digital game.
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10. A non-transitory computer program product storing
instructions, which when executed by at least one data
processor of at least one computing system, implement a
method comprising:

receiving, by at least one data processor, data identifying

a peer-to-peer gaming event and comprising a request
to register for the peer-to-peer gaming event, the
request originating from peer-to-peer gaming platform
software stored in memory of a client and executing on
the client, the client being remote from the data least
one data processor, the peer-to-peer event being a
geographically restricted peer-to-peer gaming compe-
tition having a plurality of participants each playing a
skill-based digital game;

associating, using the at least one data processor, the

client with the peer-to-peer gaming event;

receiving data characterizing a location of the client

according to a geolocation system of the client, wherein
the geolocation system of the client is a global posi-
tioning system (GPS) service or a local positioning
system (LPS) utilizing beacons; and

comparing the location of the client to a predefined

geolocation of the peer-to-peer event to determine,
using the at least one data processor, that the client
satisfies a geographical location requirement of the
peer-to-peer gaming event; and

causing, using the at least one data processor, provision of

the skill-based digital game to the client during the
peer-to-peer gaming event, the skill-based digital game
exchanging game data with a game server remote from
the at least one data processor and the client.

11. The computer program product of claim 10, wherein
the skill-based digital game is a single player game or a
multiplayer game.

12. The computer program product of claim 10, the
method further comprising:

generating, using the at least one data processor, a video

feed recording in-game actions by, using the peer-to-
peer gaming platform, capturing an interface display
space of the skill-based digital game and broadcasting
the capture to peer-to-peer gaming platforms of one or
more additional clients participating in the peer-to-peer
event.

13. The computer program product of claim 12, wherein
generating the video feed includes simultaneously broad-
casting the capture and a second capture of in-game actions
of another client to enable comparison of the in-game
actions between participants of the peer-to-peer gaming
event.

14. The computer program product of claim 13, wherein
the another client is selected based on a ranking of perfor-
mance of the second client in the peer-to-peer gaming
competition.

15. The computer program product of claim 10, the
method further comprising:

accessing, using at least one data processor, data charac-

terizing historical skill-based gaming metrics for one or
more peer-to-peer event participants and historical
skill-based gaming metrics for a potential peer-to-peer
event participant;

determining, by at least one data processor and using the

accessed data, a targeted advertisement to present to the
potential peer-to-peer event participant, the targeted
advertisement specifying the skill-based digital game
and a characterization of the historical skill-based gam-
ing metrics for the one or more peer-to-peer event
participants; and
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causing to be modified, by at least one data processor, an
advertisement display space to include the targeted
advertisement, the targeted advertisement prompting
the potential peer-to-peer event participant to, using a
peer-to-peer gaming platform, request to register for
the peer-to-peer event.

16. The computer program product of claim 10, the
method further comprising:

securing, using the at least one data processor and for a

user associated with the client, funds previously depos-
ited by the user as an event entry fee;

transmitting, using the at least one data processor, data

characterizing a confirmation that the funds were suc-
cessfully secured;

receiving, using the at least one data processor, data

characterizing an outcome of the peer-to-peer event;
and

transferring, using the at least one data processor, at least

a portion of the secured funds to an account associated
with an event participant.
17. The computer program product of claim 10, wherein
the peer-to-peer gaming platform software executing on the
client provides a random number seed to an operating
system independent random number generator so that an
initial state of the skill-based digital game is consistent for
the plurality of participants.
18. The computer program product of claim 10, wherein
the peer-to-peer competition includes the plurality of par-
ticipants concurrently playing the skill-based digital game.
19. A system comprising:
at least one data processor;
memory storing instructions which, when executed by the
at least one data processor, causes the at least one data
processor to perform operations comprising:

receiving, by the at least one data processor, data identi-
fying a peer-to-peer gaming event and comprising a
request to register for the peer-to-peer gaming event,
the request originating from peer-to-peer gaming plat-
form software stored in memory of a client and execut-
ing on the client, the client being remote from the data
least one data processor, the peer-to-peer event being a
geographically restricted peer-to-peer gaming compe-
tition having a plurality of participants each playing a
skill-based digital game;

associating, using the at least one data processor, the

client with the peer-to-peer gaming event;

receiving data characterizing a location of the client

according to a geolocation system of the client wherein
the geolocation system of the client is a global posi-
tioning system (GPS) service or a local positioning
system (LPS) utilizing beacons; and
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comparing the location of the client to a predefined
geolocation of the peer-to-peer event to determine,
using the at least one data processor, that the client
satisfies a geographical location requirement of the
5 peer-to-peer gaming event; and

causing, using the at least one data processor, provision of
the skill-based digital game to the client during the
peer-to-peer gaming event, the skill-based digital game
exchanging game data with a game server remote from

the at least one data processor and the client.

20. The system of claim 19, wherein the skill-based digital
game is a single player game or a multiplayer game.

21. The system of claim 19, the operations further com-
prising:

generating, using the at least one data processor, a video

feed recording in-game actions by, using the peer-to-
peer gaming platform, capturing an interface display
space of the skill-based digital game and broadcasting
the capture to peer-to-peer gaming platforms of one or
more additional clients participating in the peer-to-peer
event.

22. The system of claim 21, wherein generating the video
feed includes simultaneously broadcasting the capture and a
second capture of in-game actions of another client to enable
comparison of the in-game actions between participants of
the peer-to-peer gaming event.

23. The system of claim 22, wherein the another client is
selected based on a ranking of performance of the second
client in the peer-to-peer gaming competition.

24. The system of claim 19, the operations further com-
prising:

accessing, using at least one data processor, data charac-

terizing historical skill-based gaming metrics for one or
more peer-to-peer event participants and historical
skill-based gaming metrics for a potential peer-to-peer
event participant;

determining, by at least one data processor and using the

accessed data, a targeted advertisement to present to the
potential peer-to-peer event participant, the targeted
advertisement specifying the skill-based digital game
and a characterization of the historical skill-based gam-
ing metrics for the one or more peer-to-peer event
participants; and

causing to be modified, by at least one data processor, an

advertisement display space to include the targeted
advertisement, the targeted advertisement prompting
the potential peer-to-peer event participant to, using a
peer-to-peer gaming platform, request to register for
the peer-to-peer event.
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